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n L€TT6R From Kcn UliLLinms 




Dsor Space Quest Customer. 

Thonk gou for bulging this 1 5th flnniversori^ Sierra Adventure 
Collection. In this box gou'll Pind the complete history of o goming 
series that helped toke componi^ from o smoll Pomili^ business to 
the uuorld leader in PC goming. 

fls gou explore the contents oP this CD and plog the Space Quest 
gomes thot ore included, I hope you'll toke o moment to rePlect on 
the progress thot Interactive Cntertoinment has made in the Peuu short 
gears since Space Quest I: The Sorien Encounter luos released, flt 
everi^ step oP this evolution, Sierro On-Line led the uuog uuith breokthrough products uuhich 
hove defined and redePined adventure gaming. 

In the next 1 5 years, Sierra uuill uuork hard to deliver on the promise of true interactive 
multimedia, fls uue odvonce into the future, Sierra uuill be at the forefront of the Informotion 
Superhighuuog. I sincereli^ hope i^ou'll join us. 

Hoppg Adventuring! 



Ken UUlllioms • Founder and CCO • Sierra On-Line, Inc. 



■ • • •■. . • . »• •. . ;• .■ •. . •. 

TccHNOLOoicnL ImpLicnrioNs of this voluaac 



(Or, See Roger. See CGfll. See Technology Run.) 




Bock uLihen Scott Murphg and Mark Crouue thought it might be 
neat to create o funng science fiction gome. Sierra On-Line's 
technology uuos state-of-the-art. No other computer gome 
company hod a programming language uuith the capabilities of 
Sierro 5 AG I. UUhen Space Quest I: The Sorien Encounter hit the 
marketplace, customers and competitors alike uuere speechless. 
If they hod spoken, houuever, they uuould have said something 
like "UUouu! This parser interface is the best I've ever seen. Are 
there 1 6 colors in this gome? And look at Roger! He's got to be 
at least four pixels big!" 



Times — and technological capabilities — change. The result of Sierra blazing the 
technology trail is that the old stuff doesn't look as good as the neuu stuff. Nouu the CGA 
version of Space Quest I seems sort of primitive, in a 20th Century kind of uuoy. Likeuuise, 
SQ III looks better than SQ II. And uuould you believe that in one of the later gomes, SQ IV 
or SQ V I think, the characters even talk? Incredible. Ves, Sierra has the technology. UUe 
could even hove imposed that neuu-fongled technology on these clossics, just as a certain 
Atlonto mogul "colorizes" old block and uuhite pictures. (UUe hear he's acquired rights to 
Schindler's List, by the uuoy.) 

But uue think uue knouu our fons. Vou ULiouldn't hove uuanted us to update the classics, uuould 
you? UUe didn't think so. This collection contains the gomes in all their glory. UUe haven't 



oltered o single pixel, becouse uu0 knsuu you uuoudn't uuonl: 
us to. 

Sierra's softuuore technology uuos o product oP the times. On 
the next poge uue've listed the limitations of the harduuore 
uuhen each gome uuos released. UUhen you ploy the GGfl 
version of Space Quest I. you might think to yourself: "No 
sound. Bummer." The Pact is that sound cords uueren't even 
invented uuhen the Tuuo Guys Prom Andromeda uuere 
designing Space Quest I. Rnd since the Tuuo Guys didn't 
dobble in time travel until Space Quest IV. bach in 1986 they 
uuere unable to design ony sounds beyond the beeps and 
boops mode by a sleek, neuu, shiny, stote-oP-the-ort ... IBM 
personal computer uuith 256K on board? UUoo-uuoo! 

Rs the harduuore changed, so did the soPtuuore. fls the 
soPtuuare evolved, so did Roger lJUilco. Roger became 
stronger, and yet tender. He greuu taller, and more Nordic 
somehouu. He turned into a "90s kind oP guy, oble to express 
his true Peelings. He's a good Priend to men, and he is 
sensitive to the needs oP uuomen. No, really. So sit bock ond 
enjoy this uuonderPul retrospective oP the most omozing 
space janitor anyone's ever seen. 



V€ST€RPnV'S STnT6-OF TH6 nRT SVST€MS 



5PnC€ QU€5TI' The Sarien encounter 

Originally Released -1 986 

Stote-OP-The-Rrt-System - IBM PC XT (4Mhz); 256K memory; GGR; Dual 5.25" Ploppies 

SPflC€ QUeSTII - Vobaul's Revenge 

Originally Released -1 987 

State-OP-The-Rrt-System - IBM PC RT (8Mhz); 51 2K memory; CGR; Dual 5.25" Ploppies 

5PnC€ QU€5T III - Pirates of Pestulon 

Originally Released -1 989 
State-OP-The-Rrt-System - 
286 PC-Compatible; 1 meg memory; VGR; 
20Meg Hard Drive; Rdlib Cord 

5PnC€ QU€5T IV - Roger Wilco and the 
Time Rippers 

Originally Released -1 991 
State-OP-The-Rrt-System - 
386 PC-Compatible; 1 Mg. memory; VGR; 
CD-ROM Drive; DRC compatible soundcord 

SPRCe QU€5T V - The Next Mutation 

Originally Released - 1 993 
State-OP-The-Rrt-System - 
486 PC-Compatible; 1 6 meg memory; SVGR; 
Dual speed CD-ROM Drive; 1 6-bit soundcord 




iNSTRLLnTION 



(Or, Stick Tob in Opening B) 
UJINPOUJS INSTniinTION 

O Place the Space Quest CD into i^our computer's CD drive. 

© Start UUindoujs. 

© Click on [File] and select [Run]. 

O flt the Command bar, type the letter oP gour CD drive, follouued bg '\5CTUP.CXC", press 

"OK". For example, if the letter of gour CD drive is "D," tgpe "D:\5CTUP.CXC", press "OK". 
0 Follouu the on-screen instollotion instructions. 

DOS INSTOLinTIGN 

O Place the Space Quest CD into your computer's CD drive. 

© flt the prompt, ti^pe the letter of i^our CD drive, follouued bi^ a colon. For example, if the 

letter of i^our CD drive is "D," tgpe "D:", and hit [Return]. 
© Tgpe "INSTflLL", [Return]. 
O Follouu the on-screen installation instructions. 

R€nPM€ FIL€ 

If i^ou uuont to look ot the readme file, ti^pe "RCflDMC" from the DOS prompt. The file uuill 
appear on screen. 



PnRSCR vs. POINT-RND-CLICK 



(Or, Smiling InterFoces) 

TH6 PnRS€R INT€RFnC€: SPnC€ 0(/65r /THROUGH 5PnC€ OU€5T III 

The Spoce Quest se>r\es began uuith uuhot is hnouun as a "parser interface." UUith this hind of 
interface, the plainer ti^pes instructions at a cursor on the screen. If, for example, Roger finds 
a giant crab uuhile he is starving to death, the plainer tgpes CRT CRAB. If the parser 
recognizes the uuords, Roger uuill compig bg eating the crab. The result of Roger's actions, 
houuever, mag be either good or bod. Mogbe Roger's hunger is satisfied, and nouu he con 
proceed uuith the gome. On the other hand, moi^be the crab pinches him, hard, on the nose, 
and he gets gangrene and dies. The ploger must live bi^ — and die bi^ — his decisions; 
that's uuhot the save and restore features ore for. 

The parser uuos the Official Interface of the Space Quest s^^\^s until Space Quest IV: Roger 
UUilco and ttie Time Rippers, flt that time, technology hod advanced to such on extent that a 
"point-ond-clich interface" uuos developed. Nouu no typing uuos required; rather, the player 
used something called on icon bar. 

ICONS AND CURSORS: SPnC€ OU€STIVmD SPRC€ OU€ST V 
USING ICONS 

flt the top of the screen of every point-ond-click gome is on icon bar containing several icons 
that con be selected to execute the command choices available to you. 



To open the icon bar, press [6SC] or move the mouse cursor oil the uuog to the top of i^our 
screen. 



Some icons uuill hove o menu oP choices. Use the [TAB] kei^. orrouu kegs or mouse cursor to 
move betuueen choices uuithin on icon menu. 
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UURLK LOOK nQION TflLK 



I U H 



IT6M INV6NTORV SVST6M H€LP 

Note: There moi^ be slight voriotions in the oppeoronce oP icons Prom gome to gome. IP i^ou 
ore unsure oP on icon's purpose, click on the icon ujith the HGLP symbol (the question mork 
located ot the right end oP the icon bor). 




Oth€R Tcchnologicrl Issues 



(Or, Moving nround in Severoi Time Zones) 
USING n KeVQOnRD 

To position the on-screen cursor or move i^our gome chorocter using o kegboord, press o 
direction kei^ on the numeric kei^pod. 

To stop gour character, press the some 
direction kei^ ogoin. 

To execute o command, press [GNTGR]. 

To move the on-screen cursor or gome 
character in smaller increments Por exoct 
positioning, hold douun the [SHIFT] kei^ and 
use the orrouu kegs. 

For more detailed kegpod instructions, see 
the picture. 



9 

PgUp 



3 
\ 

Pg Dn 



The menu bor is accessible bg hitting the 
[GSCflPG] keg. UUhen the menu bar oppeors 
gou con move through the 
diPPerent menu selections bg Toggle betujeen 
using the orrouu kegs. ^^^^ o^cl lost 

cursor chosen. 



|_lns__^^_ 



Cgcle 
through 
avoiloble 
cursors. 



[€NT€R] 



Open icon bar. 



USING n MOUS6 

To octivQte the icon bar, move the cursor to tho top of the screen. 

To position the on-screen cursor, move the mouse to the desired position. 

To move i^our chorocter, position the UUflLK icon ot the desired screen location ond click the 
mouse button. 

To execute o commond, click the lePt mouse button. 
One-Button Mouse 



[€NT€R] 




[SHIFT] - CLICK 

Circle through ovoiloble 
cursors. 

[CTRL] - CLICK 

Toggle betuueen UURLK 
ond lost cursor chosen. 




USING n JOVSTICK 

To position the on-screen cursor using o joi^stick, move the stick in the desired direction. 
To execute o commond, press the FIRG button. • 




Fire Button 



Sprcc Qu€st of Futur€ PnSTS 



(Or, n Retrospective of this Truly Important Ulork) 



• • * .* * 



SPflC€ QU€ST 1: Roger Uiiico in the Sorien encounter 

Light-geors Prom this solor si^stem exists o goloxi^ knouun as Gornon (eor-non). Though the 
inhobitonts oP this goloxi^ hove lived in peoce ond prosperity Por moni^ decodes, events hove 
been observed recently uuhich indicate thot liPe uuon't be so rosy in the Puture. The goioctic 
government has become corrupt ond unresponsive. Voung Gornonions hove grouun rebellious 



and hostile. Lunatics and sub-Delto morons hove tohen control of the TV netuuorhs (octuolli^, 
this hoppened centuries ogo, but nobodg noticed until just recently). LUorst of oil the sun, on 
uuhich the eorthlihe plonet Xenon (zee-non) relies For the building blocks of life, is dicing. 

Xenon's verg bosics of life ore threotened. Food is no longer plentiful. The resulting 
atmospheric cotocii^sms alone could quickly log uuoste to o civilization spanning thousands of 
generations. Xenon scientists predict that only certain insect species and most humon 
resource professionals uuill sury/ive the resulting ice age. 

So uuith Luhat amounted to o do-or-die dilemma, the most tolented minds on the planet ujent 
to uuork. The result uuos a radical design for something called the Star Generotor (not to be 
confused uuith the UUilliam Morris flgencg). The Star Generator uuos o device capable of 
turning a lifeless planet into a raging ball of fire. Or the other luog around. Nobodi^ luos 
quite sure, since it had never octuolli^ been tested. 

The development team for the Star Generator project uuos stationed aboard the spocelob 
flrcodo (flr-kouu-do) and sent to the outer edge of Gornon to further its research. (Here's 
uuhere you come in.) Vou serve as a member of the creuu of the flrcodo. . .as a janitor. That's 
right, a janitor - and not a very good one. Vou'd certoinli^ hove been sacked and replaced 
uuere the flrcodo not millions of kilometers from Xenon. (Not that distance uuos a prime factor. 
Thei^'d have chucked i^ou out in a second, only nobodi^ reolli^ uuonted your job. Otherujise, 
gou'd be touring the cosmos up close and personal. Besides, nobody expects the flrcodo to 
return safely to Xenon onyuuoy.) 

flnyiuay, after months of development and testing, the mission has been completed. Although 
still in the experimental stages, the Stor Generator appears to be fully operational. The good 
neuus is flashed bock to Xenon as the creuu of the flrcodo prepares for the trip home. 



But the neuus does not travel Par before it reoches unintended ears. Monitoring the flrcodo's 
transmissions are Soriens (Soir-ree-ins), space thugs uuho cruise the galaxies uureoking havoc 
and exposing aerosol cons to open flame or fire. Once citizens of Gornon, the Soriens uuere 
banished long ogo for their uuarlike uuoys, not to mention crude table manners (one uuould 
think they uuould hove gotten over it by nouu, but apparently they still hold a grudge). 

The Sorien's immediate intent is to copture the Star Generator and bring it aboard their battle 
cruiser Deltour (Del-tor). UUith the Star Generator in their possession, the Soriens uuould hove 
the ultimate uueopon uuith uuhich to terrorize the universe and gain suueet revenge against a 
civilization uuhich ostracized them so long ago. They'd also get invited to better parties. 

fls your adventure begins, you ore currently conducting one of your famous on-shift nops in 
the jonitoriol storage closet. Vou arise slightly annoyed ot the commotion uuhich has 
ouuokened you so rudely. This does not omuse you os you hod just drifted off to sleep. 
Immediotely, the olorm system is octivoted ond on announcement comes over the intercom 
that the flrcodo is under attack. 

Soon the commotion dies douun and you ore brave enough to take a look outside. Vou step 
out of the closet and peer douun the corridor. Vour eyes fall upon a grisly sight. Several of 
your fellouu creuu members' bodies lie streuun about the ship, their posture indicating o total 
unuuillingness to get up and keep living. 

flithough you oren't used to doing o lot of thinking (your job doesn't usually require much), 
your brain cells kick into high geor. UUhot o mess! Houu am I gonno get those blood stains off 
the floor? In the midst of this intensely deep thought (uuell. deep for VOU) you ore startled 
into serious reality uuhen you heor a loser blast follouued quite closely by a sickening scream. 
Vou briefly consider toking another uuell-timed nop, but it finolly occurs to you that VOU might 
be in danger as uuell. This uuill never do. 



UJ€LCOM€ RBOnRD TH€ SPnC€LRB nRCRDR 



n 6RI€F UURLKTHROUGH 

LURRNING: The follouuing inPormotion is for beginning odventurers onli^. The contents include 
hints ond onsuuers to puzzles thot experienced adventurers moi^ not Luish to see. Continue 
reoding onig if i^ou ore hoving trouble getting started in Space Quest I. 

Once Roger is standing in the holluuog ot the beginning of the gome, it's time to looh oround 
to Find out uuhot's happening on this heap. IP i^ou ore plaining the VGA version, select the 
LOOK icon Prom the Icon Bar. Click the CVC icon on gour character to Pind out uuho i^ou ore. 
Click the UUflLK icon Prom the icon bar. Click on the Par lePt oP the upper Ploor. Roger uuill nouu 
uuolk to the edge oP the screen and disappear into another room. 

Vou ore nouu in the Data Rrchive oP the Rrcodo. LOOK around. In Poet, tri^ selecting the SMCLL 
and TR5TC icons and click those around diPPerent Features oP the picture. Vou never knouu uuhot 
might i^ield a clue. Nouu that i^ou've tried that, select the UURLK icon and click it on the lePt 
door. Roger uuill once again uuolk to the edge oP the screen ond disappear through the door. 

UUolk to the lePt edge oP the screen and into the next room. Once there i^ou uuill notice that 
gou've come to a dead end, not to mention a dead gug. RPter gou've taken a look at him select 
the HRND icon and click on the uuosted creuumon. Roger uuill bend douun to Prisk the bodg, Finding 
0 kegcord in the process. It is nouu port oP gour inventory. To see it, click on the INVCNTORV icon. 
Vou uuill see tuuo items: a kegcord ond 2 buckozoids. Vou'll need both items later in the gome. 

It's time For gou to head out ond explore the rest oP the ship. One uuord oF caution: uuatch out 
For unuuonted visitors roaming about. Theg certoinig aren't Priendlg. Good luck and hoppg 
adventuring! 



SPnC€ QUeST ll: VohQul's RevenQe 




Space Quest II understands a uuide variety oP uuords such os: 



CRLL 


CLIMB 


Dive 


DRINK 


CRT 


GCRMINC 


OCT 


HIDC 


HOLD 


LOOK 


OPCN 


PLRV 


PRC5S 


PUT 


RUB 


5CRRCH 


TRKC 


THROUU 


TIC 


use 



R 6RICF UURLKTHROUGH 
UURRNING: The Follouuing inPormotion is For beginning adventurers onlg. The contents include 
hints and onsuuers to puzzles that experienced adventurers mog not uuish to see. Continue 
reading onig IP gou ore having trouble getting started in Space Quest II. 

MnST€RING TH€ UNIV€RS€...R B€GINN€R'S GUID€ TO SPRC€ QU6ST - CHRPT6R TUJO 

(Press the spoce bar to bgposs the title screen.) 

Vou begin oboord the Xenon Orbital Station 4. The computer uuill prompt gou to enter gour 
nome (up to 1 8 chorocters). Tgpe in gour name and press [Cnter.] 

Orbital Station 4 is one oF mong orbiting Xenon, gour home planet. It is a tronsPer point For 
travelers seeking tronsportotion to the various planets in the Cornon sgstem. 

Rs uue begin this chopter oP our storg, uue Find gou, Roger UUiIco, ace janitor, doing uuhot gou 
do best. Vou ore currentig suueeping up the decks oP XOS 4. 



R beep emanates From gour uurist uuatch. Vou release gour grip on the broom. 



The broom Hoots ouuoi^, never to be used ogoin. That mokes the third one this Lueek LUoit 'til 
your boss Pinds out. 

Type: LOOK AT THG lUnTCH. [Press €nter] n close-up shot of o uurist uuotch uuill oppeor. 
Tvpe: PRGSS H. [Press GnterJ Reod luhot oppeors on the screen. 
Type: PRGSS T. [Press Gnter] Reod uuhot appears on the screen. 
Type: PRGSS C. [Press Gnter] Vour boss uuill address you. 

Type: LOOK. [Press Gnter] Vou ore luorking outside Xenon Orbital Station 4. UUalk uuith 
Roger. Notice houu he ujolks upside douun. Move i^our character to the round object at the 
center of the ceiling. Stond there. After o feuu moments, i^ou iiiill be luhisked auuay to the 
airlock chamber. 

Type: LOOK AT THG ROOM. [Press Gnter] This is the airlock chamber. From here gou con gain 
extra-vehicular access. Spare suits hong on the bock uuoll. Some lockers ore mounted on the 
side uuoll. LUolk to the lockers at the right side of the screen. 

Type: OPGN THG LOCKGR. [Press Gnter] 

Type: LOOK IN TH€ LOCKGR. [Press Gnter] Vou bravely peer into the locker to find a cubix 
rube puzzle and your athletic supporter. 

Type: TAKG GVGRVTHING. [Press Gnter] 

Type: CLOSG TH€ LOCKGR. [Press Gnter] UUolk over to the spocesuits against the bock uuall. 
Type: TAKG A UNIFORM. [Press Gnter] 



Type: LOOK AT THG UNIFORM. [Press Gnter] Vou ore attired in the smart-looking uniform of a 
Xenon Orbitol Station employee. 

UUolk out the door ot the left side of the screen. Vou uuill be addressed by a man. 

Type: LOOK AT THG ROOM. [Press Enter] The room uuill be described. 
ULIolk over to the men uuorking on the consoles. » ^ 

Type: TALK TO THG MAN. [Press Gnter] He uuill tell you uuhot to do. 

UUolk to the center of the plotform ot the left side of the room. It uuill transport you up to the 
second floor. UUalk along the corridor to your right ond enter the transport. It uuill transport 
you to another room. 

Type: LOOK AT TH€ ROOM. [Press Gnter] The room uuill be described. 
UUolk olong the corridor to your right and go douun the stoirs. 

Type: LOOK AT THG SHUTTLE. [Press Gnter] The room uuill be described. 
UUolk to the shuttle croft and climb up the stairs. 

Vou enter the shuttle and start sniffing oround for the mess you must clean. Vou ore surprised 
to find thot the shuttle is not empty. There are tuuo extremely ugly suckers uuolking touuord you. 

POUUII THACKI! BINCKH THUDIl! 

Vour protest is cut short os tuuo interstellar ruffians proceed to thump you unconscious. 
Everything fades. 

Thus begins your adventure in Space Quest II. Try not to get killed too much. Remember: 
Save early and sove often. Good luck, drove janitor. 



SPflC€ QU€ST III - The Pirates of Pestulon 



SPACE 



Roger's escope croft uuos touusd oboord o Spoce Junk FrGightsr. Using 
his legsndorg ingenuiti^ ond mostli^ dumb luck, he ©scopes to tr^ ond 
rescue the Tuuo Gugs From flndromedo from the clutches oP the 
villoinous ScumSoPt Corporotion. 

UUhen the chorocter hos stepped out oP the escope pod ond the door 
closes, i^ou uuill hove control oP the chorocter ond the gome uuill begin. 

Press GNTGR to remove the comment screen thot oppeors oPter the pod 
door closes. 

Use mouse, kei^boord or joi^stich to molk south (douun) to the next oreo, uuhere several junk 
spoceships ore stored. UUhile i^ou ore here, trg looking oround ot i^our surroundings; 

n BRIGF UUniKTHROUGH 

UUflRNING: The Pollouuing inPormotion is Por beginning adventurers onli^. The contents include 
hints ond onsuuers to puzzles thot experienced odventurers moi^ not mish to see. Continue 
reading onig iP gou ore having trouble getting started in Space Quest III. 

Type: LOOK. [Press Gnter] 
UUolk to the spaceships. 

Type: LOOK PiJ SHIP. [Press Gnter] 
UUolk to o pile oPjunk. 



Type: LOOK AT JUNK. [Press Enter] 
UUolk to the crote in the left foreground. 



Type: LOOK PiT CRflTG. [Press €nter] 

From this oreo, uuolk eost (right) to the next room. 

UUolk to the lorge gear in the left foreground. 

Type: LOOK PiJ GGflR. [Press Gnter] 
UUolk to the giant arm in the background. 

Type: LOOK nT ARM. [Press Gnter] 

UUhen i^ou have explored oil i^ou Luont, uuolk to the right side of the room until i^ou come to o 
verticol convei^er thot is lifting buckets up and out of the screen. If i^ou stond close enough, in 
front of the convei^er, it uuill cotch i^ou ond carrg i^ou to o horizontol convei^er belt uuhich leads 
to the shredding machine, flt this point it uuould be a good ideo to sove i^our gome. 

To keep from being throuun in the shredder, 
Type: STAND. [Press Enter] 

Immedioteig Type: JUMP [Press Enter] (to reach the roil above the convei^er). 

Nouu i^ou uuill be able to uuolk olong the rail to begin gour explorotion of the ship. But be 
coreful! It is still possible to slip ond foil to i^our deoth. NOTE: If gou hove been using o 
mouse or joi^stick to move the character, i^ou might uuont to suuitch to the orrouu kei^s for trickg 
sequences like this one. 

UUhen i^ou ore on the roil, uuolk uuest (left) until i^ou come to on opening in the ship's 
bulkheod. On the other side, hanging from the rail, is o rail-grabber cor. UUolk close to it and 
Type: GET IN GRRBBER. [Press Enter] 

Vou ore nouu on gour uuoi^ to exploring i^our neuu environment. Good luck, and remember, 
those Tuuo Gui^s ore counting on gou! 



SPnC€ QU6ST IV ■ Roger milco ond the Time Ripp ers 



SPACE QUEST IV 




Tims trovollcrs Gveri^uuhere ore riocking to Futuristic Xenon to viouu ond 
photograph the omozing post-opocolgptic londscope. IP i^ou ond i^our 
Pomili^ plan to visit this bleoh i^et Poscinoting vocation getouuoi^, this 
uuolking tour uuill help i^ou get the most Prom your stoi^. Here's a SoPetg 
Tip: nVOID TH€ CVBORG5I 

UUflRNINGI! The PolloLuing section includes hints that experienced gome 
plotters may not uiont to see. Continue reading ONLV iP gou hove 
trouble getting started plaining Space Quest IV. 

fls gou arrive on the streets oP Xenon, clich the GVG cursor on various locations on the screen 
to leorn about gour surroundings. UUalk one screen Cost and click the HAND cursor on the 
rope in the louuer right side oP the screen. Avoid the ci^borg iP he should oppeor. UUalk 
betuueen the red columns on the upper right side oP the screen. Select the rope Prom i^our 
inventori^ uuindouu and click the ROPG cursor on the ground. UUait Por the bunni^ to uuolk into 
the noose, and click the HAND cursor on the rope. 

UUalk tuuo screens east. A skimmer is parked on the street. Click the CVC cursor on the 
skimmer. Click the HAND cursor on the skimmer to search it. Click the HAND cursor on the 
glove box to open it, and again to take the PocketPol inside. 

UUalk one screen north. Click the CVC cursor on the large object on the street corner. Click the 
CVC cursor on the hole in the side oP the tank. Nouu uuould be o real good time to SAVC VOUR 
GAM6. Click the HAND on the unstable ordnance to toke it. 

UUalk tuuo screens uuest, to the opposite street corner. Click the HAND cursor on the seiuer 



grates, until gou Pind one you con climb into. APter you explode, restore your gome and 
DON'T take the unstable ordnance. Return to the seiner grate, descend belouu the city, and 
enjoy the rest oP the gome! 



SPflCC QU6ST V ■ The Next IWutotion 



SPACE QUEST V 
m 



Pi BRICF UUALKTHROUGH 

UUARNING: The Pollouuing inPormotion is Por beginning adventurers only. 
The contents include hints and onsuuers to puzzles that experienced 
adventurers may not uuish to see. Continue reading only iP you ore 
having trouble getting storted in Space Quest V. 



APter Roger gets ejected Prom the ocodemy bridge simulator, he must 
get to class quickly to ovoid being expelled Prom the StarCon 
Academy. Use the UUALK icon to move Roger north until the door to the 
classroom is visible. (It hos a locker next to it.) Click on the door ujith the HAND icon to enter 
the room. TRANSLATION: APter the Roginotor gets hosed in the sim he needs to beat Peet to 
class-so he can scon Por babes. 



Surprise! The StorCon Aptitude Test is today. OP course Roger hasn't studied Por it, so he's 
going to hove to cheat. Click the CVC icon on the student's desk to your lePt uuhen the proctor 
droid is Pacing the bock oP the classroom. The miniature version oP the test question you ore 
on uuill pop up over the cadet's shoulder. Vou con tell the onsuuer he morked by its position 
on the screen (i.e. the top one is "A", the next one douun is "B", etc.). TRANSLATION: Oh 
shoot! The SAT is today and it's been "porty-heorty" Por the Rog-meister. Cyeboll the nerd- 
herd chiePtoin's console to scam the hot top! 



RftGr the test, i^ou dggcI to cIgod the flcQdemg crest qs port of i^our punishment for being lote 
to doss. Get the cleoning supplies from the closet locoted one screen north oP the dossroom. 
Moke sure i^ou get the Scrubomot"^'^ floor scrubber RND the oronge sofeti^ cones Prom the 
closet. TRflNSLflTION; Bummin', the Rog-mon hos to spic-ond-spon the ocodemi^ crest couse he 
got busted. Snog the Scrubomotic ond the oronge porti^ hots Prom the closet. 

Next move Roger south until i^ou Pind the onli^ holluuoi^ leading to the right. Toke it to the rotunda 
area. In the rotunda halluuai^ i^ou Pind a burii^ securiti^ guard (don't bother him!) and the onti- 
groviti^ personnel liPt. Click the HAND icon on the liPt to ride it douun to the Ploor oP the rotunda. 
TRflNSLflTION: Rotote the Roginotor southuuard 'til gou scope the right halluuai^. Jam douun it 
to Rotunda then hitch a ride on the o-grov liPt. Don't cut on the rent-o-cop, he's a real jerk! 

Place the soPetg cones at the corners oP the crest on the Ploor oP the main rotunda (iP i^ou don't, 
people uuill uuolk all over it and spoil i^our uuork). Next, take the Scrubomotic out oP i^our 
inventori^ and place it on the Ploor. Click on it uuith the HflND icon to clean activate it. Use the 
scrub brush icon to mover Roger around on the scrubber. TRflNSLflTION: Toss the cones oround 
the crest ond snog a ride on the Scrubomotic. Shred the duPPers iP thei^ get in i^our mag! 
UUhen i^ou have Pinished cleaning the crest it iiiill sparkle and Captain Quirk Luill uualk in uuith 
0 uuoman oP i^our acquaintance (poi^ attention to their diologue exchange). Then go bock 
and put i^our cleaning supplies auuag...ond uuotch the niPti^ "meonuuhile" sequence. 
TRflNSLflTION: Chill, scope the babe, and let the Presh ortuuork slide bg gour ei^eballs... 

flPter the meonuuhile sequence Roger con go back and pick up his test scores. Results are 
posted on the bulletin board next to the classroom. IP Roger scored uuell on his test, he 
should be on his uuoi^ touuard commending his ouun ship. Give i^ourselP o pot on the head, 
gou've earned it! TRflNSLflTION: Scon the scores, ond see iP Rog busted o move or got 
'86ed. IP the Rog-mon scores some neuu duds, pop a cold one! Vou scored o bonus! 



COPV PROT€CTION 



(Or, lUhot Irritates Vou More Than Dnvthing Clse?) 

Vou knouu obout that peski^ copg protection. It's uuhot keeps those uuho haven't bought 
gomes Prom plowing them. Or not. flnguuoi^, in on efPort to thuuart pirates, copy protection has 
gotten pretti^ elaborate over the geors. 

The Pact is, the best uuoi^ to thuuart pirates (at least, until they Pigure out a uuog to get around 
this too) is to put gomes on CD. Plus, CDs con accommodate a lot more code and graphics, 
uuhich means better gomes. UUould i^ou hove thought even Pive i^eors ago that Sierra uuould 
ever be able to squeeze Pive Space Quest gomes on one disk? 

Sure, uue could hove lePt oPP the copg protection. But uue kneuu gou ujonted the uuhole Space 
(pcssf experience, uuhich oP course includes trying to Pind out houj to get around the copy 
protection. UUe've included documentation-based protection Por Space Quest I ond Space 
Quest v. So enjoy this aspect oP the Collection os you enjoy all the others, and as you key in 
those ridiculous codes, keep in mind that Space Quest hos been vocuum-seoled Por your 
protection. 

The Pollouuing chorts ore the copy protection Por Space Quest I \/Gf\. 
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SPflC€ QU€ST I VGn COPV PROT€aiON 

flrcQcIo Plonetorv Reference Library Catalog: Doto Corts ore Piled ond retriGved QUtomoticQl-li^ 
bi^ cods 50qu0nc0, not bi^ olpho order. To request o doto cort, please enter the code sequence 
corresponding to the topic oP gour choice. There's o 1 buchozoid/doi^ chorge Por overdue corts. 



TOPIC 


COD6 S€OU€NC€ 


TOPIC 


COD€ S€OU€NC€ 


Asteroids 


1 ; U i M! 


Orbits 


ME 




Ill 


Rstrol Bodies 


U 1 ! ML! 


Plonetorg Formotions 


3 T 




1 1 1 


Binori^ Systems 


_____ ^^__ 1 


Pulsars 


MM 


ML 


Block Holes 


i ! L! ME 


Quadrants 


1 1 1 

1 


LT 


Constellations 


U E c 1 i 


Quasars 


3E 




Mi 


Galaxies 


i !EMI: 


Solor Flares 


1- 
III 




3 1 


Groviti^ 


1 ! 3 1 U 


Solar Si^stems 


TM 




Tl 


Mognetic Fields 


i 1 ; 1 i 1 ; 1 


Stars 


i !M 


; 1 = 


Meteors 


TMU3 


Von nilen Belts 


TM 




Moons 




Ill 


UUorp Fields 


C M 




|- 
I'l 



NnVIGRTIONni GRID COD€S 

Per the recent controct provision enacted bi^ the United Federation oP Jargon UUriters, the 
Pollouuing code system is nouu mandatory "in order to Pocilitote droid-assist navigational si^stem 
standardization." Use the Pollouuing obscure codes uuhen telling i^our droid uuhere to go. 



S€aOR 


COP€ 


S€aOR 


COD€ 




nn 


M E = M 


BF 


3 U U 


i 


BB 


M M M U 


BG 


jj c □ 


1 


cc 


U i !E M 


CH 


lie 

■ — ■ ■ 


i 


DD 


= C = j 1 


CI 


II 1 1 1 1 

II 1 1 1 1 

i 1 1 




ee 


M:i ! E 


DG 


1 ! E M 


1 


FF 


E3L! 1! 


CG 


E i ! lJ 




GG 


Mi !i ! U 


Hn 


3 U M 




HH 


J 1 1 J 


HD 


' 1 i~ ' 1 

H != lJ 




II 


liMM E 


IB 


i ! 3 i ! 


1 

1 


no 


iMiEE 


IC 


i U T 
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SPnCC QU€ST V COPV PROTCCTION 

During i^our intGrplonstori^ journei^s, gou'll sqvg light i^Gors iP i^ou hnouu the coordinatGs of gour 
d05tinQtions. PI0O50 refer to the hondg in-Plight Plonetori^ Coordinotes Chart belouu. 



Gngush 



GeRMnN 



FR6NCH 







U 1 1 

n U 


#zUU 1 1 


Lukoszuh II 


Tfv 1 UU 1 


Gingivitis 


TfO i 1 UU 


MonostodtVII . . 


. #54671 


Klorox 


#90210 


Gongularis 


#71552 


CommodorG OCIV 


. #01015 


SpQcebor 


#69869 


p00gu 


#92767 


5pittooni0 


#44091 



Throkus #55284 

Kiz Urozgubi #2001 1 

Inhubus #91001 

Kokolor0s #81 100 

Furunk0l IV #54671 

Ohmo II #90210 

lnPlu0nzoris #71552 

RQtzbutz LXIV . ... #01015 

nilbor #69869 

Limburgis #92767 

SolivQ #44091 







U 1 1 

n U 


#onm 1 
ffzUU 1 1 


Lukoszuh II 


ffv 1 UU 1 


Gingivitis 


, iff 0 1 1 UU 


MonostodtVII . . 


. #54671 


Omo II 


#90210 


Gonguloris 


#71552 


Connmodor0 LXIV 


. #01015 


Bor d0 L'5poc0 . . 


. #69869 


P00L^U 


#92767 


5pittooni0 


#44091 



TccHNicRL Support rnd Custoaacr Scrvicc 



(Or, There is No Substitute for Strong Support) 



U.S. CUSTOM€R S€RVIC€ 

Dir0Ct oni^ inquiri0s to tho Customor 50rvic0 d0portnn0nt Por issu0S p0rtoining to r0turn0d or 
d0p0Ctiv0 nn0rchondis0, bock ord0rs, compong polici^, ond g0n0rol gonn0 inPormotion. Coll 
(800)743-7725 (8OO-5i0rro5). 

U.S. T€CHNICnL SUPPORT 

Dir0Ct i^our inquiri0s to th0 T0chnicol Support D0portm0nt iP gour qu0stion is obout hordLJuor0 
ond soPtuuor0 compotibiliti^ sp0ciPic to Siorro gom0s (i.0., sound cord conPigurotion ond 
m0morv nnonog0nn0nt) . Tochnicol ossistonc0 is onig o phon0 coll ouuov. Diol (206)644- 
4343. For our 24-hour Qutonnot0d T0ch Support, coll (206)746-81 00. IP i^ou pr0p0r, gou moi^ 
r0qu0st ossistonc0 bi^ Pocsimil0; tho US Pox nunnb0r is (206)644-7697, 

€UROP€nN T€CHNICni SUPPORT AND CUSTOM€R S€RVIC€ 



Customer Support U.K. 

Si0rro On-Lin0 Linnit0d 
4 6r0uu0rg Court 
Th0 Old 6r0uu0ri^ 
Th0ol0 R0oding, 60rkshir0 
RG 7 5RJ Unitod Kingdom 



Customer Service/Technicol Support France 

Cokt0l Vision 

Pore T0rtioir0 do Moudon 
lnnm0ubl0"L0 Nouuton" 
25 ru0 Joonno Broconnior 
92366 Moudon Lo Forot Codox 
Fronco 
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For telephone or fox inquiries, coll: 

44-734-3031 71 33-1-46-01 -4650 

44-734-303201 (Pox) 33-1 -46-31 -7172 (fox) 

33-1-36-68-4650 (hintline) 

TH€ S[€RRn NO RISK GUnRnNT€€ 

The Promise: UUe uuont i^ou to be hoppg uuith every Sierro product i^ou purchase Prom us. 
Period. IP Por oni^ reoson i^ou're unhoppi^ uuith the product, return it uuithin 30 doi^s Por on 
exchonge or o Pull rePund ... €VGN IF VOU BOUGHT IT ReTniL (Horduuore ordered direct must 
be returned uuithin ten dogs.) 

The Onli^ Cotch: Vou've got to tell us uuhi^ i^ou don't like the gome. Otheruuise. uue'll never get 
better. Send it bock to us and uue promise uue'll moke things right. (IP you bought it ot o retail 
outlet, please send i^our original soles receipt.) 

IP you Pind that you need to send Por replocement diskettes, send the original disk #1 to: 
Sierra On-line Sierra On-Line Limited 

P.O. Box 485 Attention: Returns 

Coorsegold, Cn 9361 4-0485 4 Breuuery Court 

Attn: Returns The Old Breuuery, 

Theole, Reoding, Berkshire 
RG7 4nn United Kingdom 
Be sure to include a note stating your computer type, and the size diskette you need 
(5.25" or 3.5"). UUe uuill gladly replace your program Pree oP charge during the Pirst 90 days 
oP ouunership. (Please enclose a copy oP your doted soles receipt uuith your request.) flPter 
90 days there is o $1 0.00 (£6.00) charge Por replocement diskettes. 



lAJRITC IN TO SI€RRfl S€RVIC€S 



To ensure prompt and ePPicient service, direct your requests to the appropriate department: 
Customer Service: 

In TH6 US: 

Sierra On-Line 
Customer Support 
P.O. Box 85007 
Bellevue, UUA 98105-8507 

(800)743-7725 (800-Sierra5) • Pox (206)562-4223 

Technical Support: 

Sierra On-Line 
Technical Support 
RO. Box 85006 
Bellevue, UUA 98015-8506 
Monday through Friday 8:1 5 - 4:45 
(206)644-4343 • Fox (206)644-7697 
(206)746-8100 (outotech) 

Direct Telesales: 

Sierra On-Line 
Soles Department 
P.O. Box 53250 
Bellevue, UUA 98015-3250 
(800)757-7707 • Fax (209)683-4297 



(Responsible Parties) 



Producer: 

Scott Murphg 

Programming oncl 
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Bob flndrsLus 
Scott Murphg 
Greg Tomko-Povio 
Jerri^ Shouu 
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Nothon Gams 

Writer: 

Leslie Soi^ss UUilson 
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Lori Lucio 
Judi^ Crites 

Documentation: 

Leslie Solves UUilson 
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Resident Historian: 

John UUillioms 
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Judi^ Crites 
Sharon Simmons 
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Music: 

Neol Grondstoff 

Audio engineers: 

Rick Spurgeon 
Kelli Spurgeon 

Video: 

Bob flndreuus 
Bruce Bo I Pour 
Bob Bolleuu 
Coreg Cole 
Lori Cole 
Bill Crouu 



Sabine Duval I 
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Nathan Gams 
Neol GrondstoPf 
Mark Hood 
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